MHSAA COMPETITIVE CHEER INTERPRETATION UPDATES

January, 2007

1.  ROUTINE DESCRIPTION FORM – ROUND 3:

Round 3 Description Forms may be hand-written or typed.  Routine 3 Description Forms are available on-line at MHSAA.com.  

2.  ROUND 1:

Round 1 has specific criteria for judging.  Difficulty and variety points are given to movements, motions, peel offs, level changes and ripples, etc.  Crowd response is not a part variety.

3.  COMPETITIVE PREPARATION:

All team Round 1 and Round 2 score sheets and the Round 3 Routine Description Form must be submitted to the host school.  The Competitive Cheer Committee requested that these items be in the host manager’s hands prior to competition to review the Round 1 jumps; Round 2 skills in order performed; and the Round 3 Routine Description Form.  Safety Judges Penalty Sheets do not need to be sent with the score sheets and Routine Description Form.  The penalty for non-submission should be posted after Round 1 of the competition.  This penalty for non-submission should come from the Manager of the contest who reports the information to the safety judges.  The penalty should not be given simply by perusing the time noted on a fax transcript.  

4.  FOOTWEAR:

Page 13 of the manual states that athletic-type shoes, including dance shoes (no hard soles) shall be worn all of the same color.  Therefore, shoes worn in any round of competition do not need to be identical in type – but all the same color.  

5.  VARIETY POINTS:

     No variety points are given for preps and transitions. (Page 71)

6.  GENERAL IMPRESSION:

Round 2 General Impression should evaluate execution (other than skills), transition moves, floor mobility,   vocals, skill placement and use of spacing within the routine.  Also, creativity, continuity and team confidence will be judged.  There is no indication in Round 2 that the team must perform a certain number of formations.  Floor mobility may be evaluated as one component of the score.  (Page 57) 

7.  FLAIRS AND TRANSITIONS:

Flairs and transitions do not have to go directly to an extension to receive 4 difficulty points.  Only preps must go directly to an extension (with the exception of the 180 turn) to receive 4 difficulty points.  

8.  COMPETITORS:

The number of competitors on the mat in Round 1 determines the number of competitors in Rounds 2 and 3.  Therefore, a team should only be penalized if that number of competitors is greater than a 2 person differential.  

9.  UNIFORMS:

Some sub-level Competitive Cheer teams may be wearing uniforms that are similar (but not exact) while competing.  Varsity level team members must wear the same uniforms, however, there should be leniency exhibited with sub-level programs that may have had to supplement uniforms.

10. PRECISION DRILL:

The Precision Drill is a requirement and must contain the 10 motions as written and described in the order given.  Therefore, you must read the description under each position for a thorough understanding of what is expected in the Precision Drill.

11. FORWARD SUSPENDED ROLL:

A forward suspended roll is legal when the flyer has multi-bases and begins in an upright position at shoulder height or below (including the floor).  The flyer must maintain continuous hand to hand/arm contact with the original bases and dismount to the mat or a cradle.  Backward suspended rolls are illegal and suspended rolls from a basket toss, pitch or toss are illegal.  (Page 42)

12. SPONGE:

By definition, a sponge must be lowered from shoulder level or higher to a crouched position to receive difficulty points.

13. ONE LEG EXTENSION:  

A One Leg Extension = 10 points.  Therefore, a One Leg Extension with Flair = 14 points.  If you do a  below knee level step-up to a One Leg Extension (4 + 10) to a Liberty (4), you would receive 18 points.

14. POWER PRESS:

A Power Press is a flyer in a one leg extension stunt (braced or not braced) who is lowered on one leg to the shoulder/elevator level and immediately returned to the extension level still on one leg.  The transition is one  continuous action with the flyer in a one leg stunt.  Power Presses get 4 difficulty points if performed correctly.  Since the flyer is lowered to elevator level during the performance of a Power Press, the stunt group would then receive another 14 points (10 for the extension, 4 for the flair) for difficulty for the extended lib/heel stretch, etc. since the one-legged stunt originated from elevator level or below.  It would also get credit for another One Leg Extension for choreography bonus points.  (Page 50)

15. JUDGES RESPONSIBILITIES:

a.  Protocol:  Panel judges and safety judges have been hired for specific purposes.  Panel and safety judges should not indicate to the other the need to give penalties (i.e. panel judges should not tell safety judges to give penalties and safety judges should not tell panel judges to deduct execution points). 

b.  Uniform:  For the 2006-07 school year, the Competitive Cheer Judge’s uniform is navy and white.  Next year (2007-08) the judge’s uniform will be black and white.

c.  ID Number: Write your MHSAA Official ID number on the scoring sheets.  These numbers are used to rate judges after the meet.     

16. ROUND 1 JUMPS:

Round 1 jumps must meet the specific requirements of the jump but do not need to be parallel to the judges.  Requirements of the jump must be met but the direction of the jump does not have to follow the specifications of Round 2 jumps.

17. ATTEMPT:

Judges must “make the call” when considering an attempt.  You must make the judgment and view the skill.  Therefore, if a team performs back walkovers and a member of the team performs the back walkover poorly, there should be a deduction of points in execution. However, if a back walkover is a backbend that falls to the mat, it should not be given bonus points in Round 3.  In Round 2 (page 57), each competitor must attempt to execute the skill/requirement or the safety judge will void the requirement.  In Round 3, the call must be made by the judge as to whether the stunt has been performed to satisfaction or whether it is an error in execution.

18. SHOW AND GO:

      Definition:

A “show and go” includes lifting the flyer from below elevator level to a brief extended position or to a position in which the flyer’s feet are above the bases’ heads, then returning instantly to a position that is below elevator level.  Entrance and exit are part of this stunt.  Therefore, coaches should not use the terms sponge or retake on the Round 3 description sheet when explaining the entrance and exit of a show and go.  

     Explanation:

Just as a basket toss includes the cradle (the cradle is not scored separately), a show and go includes both lifting and lowering actions.  Therefore, it would be impossible to receive additional difficulty points for flairs such as a sponge or retake at the end of the show and go.  Coaches should not use the terms sponge or retake on the Round 3 description sheet when explaining the entrance and exit of a show and go.  

     Additional Flairs:

The only additional 4-point flairs allowed when performing a show and go would fall into one of the following categories:

· 180 degree or more turn by the flyer.

· Changing bases.

· The flyer’s non-supporting leg is at or above her waist at the peak of the stunt.

· The flyer performs the entire stunt with only one foot in the hands of the bases.

· The bases travel 5 steps or more.

· The bases rotate 180 degrees or more.

· A one-foot flair is earned when the entire show and go, including entrance and exit, is performed on one foot.  (When a base temporarily lets go of one of the flyer’s feet, as in a 360 flair or changing bases, it is not a one-foot show and go).

Examples:

1. From a sponge position, to a show and go extension, to a sponge position = 7 points.  (Description:  Show and go)

2. From a one-foot sponge position, to a show and go liberty, to a retake position = 7 + 4 points. (7 for the show and go and 4 for the one-foot flair – Description:  One foot show and go)

3. From a one-foot sponge position, to a show and go, with an above-the-waist kick-out, to a retake position = 7 + 4 = 4 points. (7 for the show and go, 4 for the one-foot flair, and 4 for the kick-out flair – Description:  One-foot show and go kick-out)

4. From a sponge position, to a show and go, with a 360 turn, to a sponge position = 7 + 4 points.  (7 for the show and go and 4 for the 360 turn by the flyer – Description:  Show and go with 360 turn).

5. If you are moving from one stunt to the show and go, the transition between the two is considered part of the stunt (before and after) and would not receive additional points.  Examples: Elevator (7), Show and Go (7), Extension (10)

Elevator (7), Sponge (0), Show and Go (7), Sponge (0), Elevator (7)

